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LIMITED WARRANTY 


Strategic Simulations, Inc. ("SSI") warrants that the diskette on which the enclosed 
program is recorded will be free from defects in materials and workmanship fora 
period of 30 days from the date of purchase. If within 30 days of purchase the diskette 
proves defective in any way, you may return it to Strategic Simulations, Inc. 
465 Fairchild Drive, Suite 108, Mountain View, CA 94043 and SSI will replace it free 
of charge. In addition, if the diskette proves defective at any time after the first 30 
days, return the diskette to SS! and SSI will replace it for a charge of $10.00. Please 
allow about four weeks for delivery. 


SSI MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO 
THE SOFTWARE PROGRAM RECORDED ON THE DISKETTE OR THE GAME 
DESCRIBED IN THIS RULE BOOK. THEIR QUALITY, PERFORMANCE, MERCHANT- 
ABILITY OR FITNESS FOR ANY PARTICULAR PURPOSE. THE PROGRAM AND 
GAME ARE SOLD “AS IS.” THE ENTIRE RISK AS TO THEIR QUALITY AND 
PERFORMANCE IS WITH THE BUYER. IN NO EVENT WILL SSI BE LIABLE FOR 
DIRECT, INDIRECT, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING 
FROM ANY DEFECT IN THE PROGRAM OR GAME EVEN IF SSI HAS BEEN ADVISED 
OF THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW THE 
EXCLUSION OR LIMITATION OF IMPLIED WARRANTIES OR LIABILITY FOR 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR 
EXCLUSION MAY NOT APPLY TO YOU.) 


The enclosed software program and this Rule Book are copyrighted. All rights are 
reserved. This Rule Book may not be copied, photographed, reproduced, or translated 

or reduced to any electrical medium or machine-readable form, in whole or in part. 

without prior written consent from SSI. The program accompanying this Rule Book 

may be copied, by the original purchaser only, as necessary for use on the computer 

for which it was purchased. 


© 1981 by Strategic Simulations, Inc. 
All Rights Reserved. 
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1.0 INTRODUCTION 


ERMANY '85 is a battalion level simulation of two possible 
ngagements between NATO and Russian forces in West Ger 

any. A 39x 28 hexagonal grid map representing | mile per hex 

used to regulate movement and resolve conflict. Each turn 
epresents four hours of real time with night requiring two turns. 
A Terrain Effects Table (see 4.4) summarizes how the features 
on the map affect movement and combat of the units. Tables (see 
Appendix) have been provided to explain in detail the combat 
bystems, although the computer automatically calculates, displays 
nd implements combat results as they occur. Only legal moves 
il be displayed and accepted, so the details involved in move 
ment and combat could be studied as play proceeds, with the 
player(s) consulting the rules as the need arises. 


2.0 GETTING STARTED 


When first starting this game it is suggested that the sample turn 
followed and the keys on the game information card examined. 


| Unit Types 
NATO 


&. S 


TANK BATTALION STACK SYMBOL 


oe 


ARMOURED INFANTRY 
BATTALION (APC) 


& 


SELF-PROPELLED 
RTILLERY BATTALION (SPG) 


des 


CONNAISSANCE BATTALION 


iJ 


ENGINEER BATTALION 


f 


AIR CAVALRY UNIT 


¥ 


AIR STRIKE MARKER 


USSIAN 


TANK BATTALION 
MECHANIZED INFANTRY 
BATTALION (BMP) 


me 


ARTILLERY BATTALION 


et 


KATUSHKA BATTALION 


so 


INFANTRY BATTALION 


| 


ENGINEER BATTALUIO 


ty) 


STACK § 


~< 


MBOL 


* 


AIR STRIKE MARKER 


2.2 Starting Up 

insert the disk in drive | and turn on the computer. Users without 
Autostart will have to boot the disk manually. Apple {ll owners 
must first go into Apple Il emulation mode. Once the disk has 
veen booted the menu will appear listing the game options and 


- scenarios. 


2.3 Game Menu 


When the BMC Mend dppears the player (s) can deade on a 
scenario and options by hittny the keys 0 9. Words Appearing 
INVERSE are in effect. (Hhatas, the COMputer is anitally set up 
in SOLITAIRE, LEVEL 1, with the computer playing the RUSSIAN 
forces). 

By selecting the DFMONSTRATION and Starting the pame 
the player(s) can watch the computer Play itself. This is a useful 
way to become familiar with the features of the game. 

Once the options have been selected. (including 
DEMONSTRATION which shows the computer playing itself un- 
ul the space key is hit, or RESTART, to reload a saved game), 
the gume may be started by hitting the space bar. 

The sample turn demonstrates the setting up of one scenario. 


2.4 Command Keys 


All commands in the game are made by hit- 
ting a single key or single key with the CON- 
TROL key held down. The keys | to 6 are 
used to indicate the direction of movement of 5 3 
a unit or the cursor. 


A summary of the keys used in the geme can be found on the 
game information card and a more complete description of their 
use can be found later in the rules in the appropriate sections. 


The keys which are used during the various phases are: 


THE GLOBAL KEYS 


These keys can be used during the game when a cursor is flashing 
on the screen. All global keys are reversible: the game will be 
restored if the key is hit twice. 
NOTE: c/KEY indicates that the key is hit with the contro! (CTRL) 
key held down. 
KEY : DESCRIPTION 
night turns will be indicated by white terrain unless 
this key is hit 
switch to text/full screen 
draw the strategic (full map) screen 
clear units and smoke from the screen 
causes units of the same division to change color 
(even if hidden) and the HQ unit to flash 


ow 


slows down the computer movement 

sound on/off 
c/P: combat pause on/off 
c/L: global leave (cycle round all units) 
c/D :  dwisional leave (cycle round division until all moved) 
NOTE: (SPC) indicates the space bar. By hitting (SPC) the player 
will return the game to a flashing cursor (such as during the scroll- 
ing operation or a mode change). The (SPC) key will never cause 
a fatal action to occur. 

Another set of keys which may be used when the white cur- 

sor is flashing is called the: 


NORMAL GAME KEYS 


| to 6: movement keys 
0: will center the screen on the cursor 


F 

P 

T 

D 

“+: speeds up the computer movement 
> 

c/S 


(S)croll key 
When $ 1s hit the scroll mode is activated. The following keys can 
then be used to move round the map: - 


1..9A..C : will draw the appropriate screen and return from 
scroll mode. The screens are numbered from left to right and 
from top to bottom. ‘ 


4 
4 
? 


. 
0 will center the screen on the cursor and return. 


{,J.K and M will scroll the map in the direction indicated. This 
crolling can be paused by hitting the S key again. (SPC) will return 
‘com scroll mode. 

E\xamine 

The characteristics of the friendly unit the cursor 's on will 

re displayed on the text screen. 
Mojove 
~The unit the cursor is on will enter the movement phase (if 


ESC) - will switch the auto-move on and the computer wiil find 
the closest unit (of the division if ¢/D is in effect) and 
go to the movement phase. 


ciA: will activate the air power phase (see 8.0). 

c/B: activate save game option 

c/E: will allow a player to end that turn. 

c/V: will display the status of friendly, enemy or neutral 


villages, towns and airfields. 


The following keys can be used to move a unit: 


MOVEMENT KEYS 


M: will switch movement to the second unit in a stack if both 
units can be moved. 
to 6: movement keys 
0: will center the screen on the unit. 
(S)croll 
Use this key as described before except that the moving unit 
will be-kept on the screen. 


1,J,K and M will move the screen in the direction indicated. 


0 will center the screen on the unit. 
(SPC) will return to the unit being moved. 
2° exits unit from the movement phase without combat 


(ESC) : will also exit from the movement phase but, if the 
unit has not moved, the unit will be able to move at 
a later stage. 

Gs will allow a unit to change its mode (see 4.2). 

i will allow an unmoved unit to be left (see 4.9). 

PA; allows a player to issue the unit with an order 


(see 4.5). 
c/C : allows continued combat without moving. 


*c/H: will hide or expose a unit (see 4.6). 


2.5 Sample Turn 


When the game menu appears, the computer ts set up to play 
SOLITAIRE, LEVEL | (the most difficult), ADVANCE TO CON- 
TACT scenario with the computer playing the Russian forces. 

Hit (3) twice to change the computer to level 3. In level 3 
the computer is instructed to play with its forces exposed, while 
the player’ s forces have been reinforced. (At level |, the com- 
puter’s forces are reinforced). 

In this game, therefore, the solitaire option has been chosen 
with the computer playing the Russian forces on level 3. All units 
are exposed with the NATO forces reinforced. The scenario is 
ADVANCE TO CONTACT. 

Hit the space bar to continue. Randomized terrain is not re- 
quired for this game, so hit the space bar and the units will be 
placed on the map ready for play. _- 

When the map appears, the cursor may be moved around 


| by using the keys 1-6. By moving the cursor, ‘the player can 


become familiar with the map, and should also refer to the map- 
board. (Note that roads are represented by white hexsides rather 
than lines). 

Hit (S), then (1) to return the cursor to the starting point. 
Move the cursor over the nearest unit by hitting (5), (5) and (6). 


Hit (M) to start the movement phase for that unit. (See section 
4.0 for an analysis of the movement screen). Hit (3), (3), (3) to 
move the tank down the road. The objective is to ‘capture’ towns, 
villages and airfields by moving units into them. The village the 
tank has just passed through is now identified as a NATO village 
as it has a small cross in the centre. (A Russian controlled village 
would have a small square in the centre). Hit the right arrow( PB) 
repeatedly until the error sound occurs. This causes the computer 
to slow down all automatic movement. Hit (O), as in Order, and 
the order menu will appear. Hit (5) to instruct the computer to 
move the tank to screen 5 in the middle of the map. Hit (C), 
then (N) to change the tank from transport to normal mode. Hit 
(Q) and the cursor will reappear. Hit (ESC) and the computer 
will present the next unit to be moved. (When (ESC) is hit the 
computer will automatically find the next unit to be moved.) Hit 
(0), then (2) to order the unit to screen 2. As the unit will run 
out of movement allowance before it gets there, the computer 
will terminate its movement phase and move on to the next unit. 
Hit (ESC) again and the cursor will reappear. Hit c/E (hold the 
CONTROL key down and then E) to instruct the computer to 
end the turn. The computer will then move the Russian forces 
before the 2nd turn begins. 


3.0 SEQUENCE 


Each game is played in Game-Turns, each of which consists of 
Player-Turns (one NATO and the other Russian). The NATO 
player always moves first. The player whose Player-Turn ts in 
effect is called the Phasing Player. 


3.1 Initial Setup 


if the INVASION scenario is chosen the NATO player will be able 
to set up the units and, once moved, the Russian player will be 
able to position the drop zones for the two airborne divisions 
and they will be deployed around the drop zone when (RETURN) 
in hit. There is a small possibility that a parachute battalion will 
not arrive, and the error sound will occur. This can be avoided 
by placing the drop zones apart and keeping them from the side 
of the board. 

NOTE: if the HIDDEN option is in effect the units will not be 
displayed but will become exposed when sighted during the first 
movement phase. 


3.2 NATO Player-Turn 


The NATO Player may move as many of his units as he wishes 

according to the restrictions outlined in section 4.0, and may 

activate the air allocation phase at any time (using ¢/A). 
When the turn has finished c/E may be hit and the player 

will then have the option of: 

ending the turn; or, ®: 

allowing the computer to move any of the remaining units. 


3.3 Russian Player-Turn 


The Russian Player now repeats the phases outlined in 3.2 
The save game option may be activated at any time by hit- 
ting ¢/B and following instructions. 
The game will end on the 20, 2ist or 22nd turn and victory 
decided (see 1.4.0). 


4.0 MOVEMENT 


| 
| 
| 


During the movement phase the Phasing Player may move as many | 


or as few units as desired. Each unit has a number of Movement 
Points (MP's) that may be expended in various ways during the 
phase. 


* 


At any time the unit may be given an order that the com- 
‘puter will then carry out (see 4.5). 

fa unit enters an Enemy Controlied Hex (ECH) it must engage 
in combat and if, after combat, it still has MP's remaining it may 
move and/or engage in combat again. 

A unit's mode will affect the number of MP's it has and the 
way they will be expended. 

The number of enemy units that can sight a moving unit 
affects the cost of movement and the results of combat. 

During the moyement phase the following information is 
displayed on the screen: 


TERN : the type of terrain the unit is in 
TYPE : of unit moving 
MODE : of unit moving 
| TURN : of game (in inverse if at night) 
SM: MN : NC indicate (if in inverse) if the hex contains smoke, 
mines or nuclear contamination 
EF : efficiency of unit 
| DV : number of division the unit is in 
| HQ : distance to the division HQ unit (‘#' if it is HQ, ‘—' if over 
9 hexes) 
MYL : MP’s remaining 
STN : strength of unit 
| RAN : range of artillery fire 
On the right hand side of the screen the possible directions 
: are displayed with the hexside type indicated in 
i NORMAL : If movement is possible 
' INVERSE, : if movement is not possible 
| FLASHING : if the unit is in an ECH with an enemy unit that may 
be engaged in combat 
There are 2 numbers in the middle of the direction indicator. 


eee 


The top one indicates the number of sighting enemy units (SEU) - 


that can sight the moving unit, and thus affect movement cost 
and combat, and the bottom one indicates the number of enemy 
units the Moving unit can sight. 


4.1 Movement Points 


The following table indicates the maximum MP's available to 
a unit during its move. 


NATO MP's Russian MP's 
TANK 25 TANK 23 
A.P.C. - 25 B.M.P. 25 
$.P.G. 20 ARTLY 18 
AIRCV 30 KATCH i8 
RECON 30 INF 15 
ENG 20 ENG 20 


At night an AIRCV unit has a maximum of 15 MP'seif a unit 
has retreated during the previous Player-Turn its maximum move- 
ment allowance will be halved (exception 6.4). If a unit begins the 
Player-Turn in DEFN mode its maximum movement allowance 
will be halved. These effects are not cumulative. 

The actual number-of MP's available to a unit at the start 
of its movement phase depends on the mode it is in, and whether 
iis Maximum movement aliowance has been halved. The follow- 
ing ratios are used to calculate the initial movement allowance 
for that turn (i.e., a tank in NORM mode Would have 25 * 

(3/4) = 18 MP's). Values are truncated, not rounded up. 


MODE RATIO MODE RATIO 
DEFN 0 RIVER 1/2 
REOR /4 FIRE 1/2 
SUPPRT 1/4 NORM 3/4 
ATTCK 172 TRANS 


i 


4.2 Mode Change 


To change mode a unit must expend MP’s based on its efficiency 
and the number of sighting enemy units (SEU). 
The cost of change is: 


EFFICIENCY COST 
6-7 SEU/2 

3-5 SEU + | 
0-3 SEI w 2 + | 


When changing mode, ‘* x’ indicates that the unit may not 
change to that mode either because it does not have the MP's 
remaining or that mode ts prohibited to the unit (see APPEN.- 
DIX). ‘OP’ indicates that it is legal for that unit to expend its total 
movement allowance switching to DEFN mode. 

HQ units may not change to DEFN, SUPPRT, FIRE or ATTCK 
modes. 

The movement points available to the unit after the change 
takes place are displayed, with the present mode outlined in 
inverse. 

The formula used to derive these values is: 

NEW MOVEMENT ALLOWANCE = (MAXIMUM MP's - 
CHANGE COST) * (NEW MODE RATIO) # (NUMBER OF 
MP's REMAINING / NUMBER OF MP's AT START) 


EXAMPLE: 
A tank in normal mode with efficiency 5 and strength |! has 


4 sighting enemy units (SEU): 


When changing mode at the start of its movement phase the 
following screen will be displayed: 
MOVE ALLW = 18 CHNG COST = 5 
(D)EFN OP (S)UPPRT 5 (NJORM 18 
(T)RANS 20 (RIVER 10 (A)TTCK 10 
R(E)ORG 5 (F)IRE 10 (SPC) 

The change cost is 5 (4 SEU + |) and the formula for 
R(EJORG mode is calculated as 

= (25 - 5) & (1/4) & (18/18) 

NOTE: It is expected that few people would want the formula, 
as it is rather difficult to calculate during movement but :t should 
give you an idea of the costs involved. Basically, the more enemy 
units around, the harder it is to get anything done. 


4.3 Modes 


There are eight modes used in the game. They are: 


DEFN : (defense) which ts available as an option before the unit 

has moved. It requires the complete movement allowance. Com- 

bat cannot be conducted by a unit in DEFN mode. If a unit swit- 

ches out of defense mode it will have only half the norma! move- 

ment allowance for the remainder of the turn. 

SUPPRT : (support) allows a unit to support the defense and/or 
attack of another unit from the same division. 
NORMAL : indicates the normal! deployed state of a unit. 
TRANS : (transport) indicates that the battalion is taking advan- 
tage of the road network and is in a vulnerable combat condition. 
RIVER : allows a unit to cross river hexsides. 
ATTCK : (attack) gives the unit an increased combat ability but 
its losses in combat will also increase. 
FIRE : allows any unit with an artillery range above zero to fire 
its heavy weapons at units within range. 
REOR : (reorganization) indicates that a unit is refitting and in- 
creasing its strength and efficiency. 


4.4 Terrain 


The following types of terrain are used in this game: 


~ 


SIGHTING COMBAT 
TERRAIN MP's DISTANCE BONUS 
OPEN 2 5 0 
L. ROUGH 3 3 | 
ROUGH 4 2 3 
SWAMP 5 3 i 
VILLAGE 3 3 2 
TOWN oe 2 3 
SAND 3 3 | 
RIVER 4 5 0 


Airfields and numbered hexes are treated as open hexes for 
movement and combat purposes. 

Movement in TRANS mode costs | MP per hex. 

AIRCV units pay | MP per hex in any terrain. 

In addition it costs: 
+2 MP's to enter a smoked hex. 
+! MP for each SEU ( +2 MP if the unit is in TRANS mode). 
+ | MP if the unit is in TRANS mode and the opponent has air 
superiority, 


4.5 Order Phase 


When moving a unit it is possible, at any time, to give an order 
that the computer may, or may not, carry out. 

To exercise this option hit O (as in ‘‘order’’) and the follow- 
ing choices will be displayed. 


| <- ®C: will move the unit to the appropriate point utiliz- 
ing the road net if possible, but the presence of enemy 
units will negate this order. 

D : will cause units in NORM and FIRE mode to be able to 
move during the opponent's movement phase (see 4.8). 

X : will cause the unit to exit the map, if the unit 1s on the 
edge of the map, with 25% chance of either coming 
back at the same spot as a reinforcement |, 2 or 3 
turns later, or being eliminated. 

V : will cause the unit to capture any village within 5 hexes 
and continue until no further villages are left within 5 
hexes, unless negated by the presence of enemy units. 

F : will cause the unit to fire at the best target of oppor- 
tunity within range. 

R : will cause the unit to run until it is out of sighting range 
where it will then change to REOR mode if it needs to, 
and can, reorganize. . 

S : will call in fire from artillery units and airstrikes, within 
range on any units within 3 hexes of the moving unit. 

M : will cause the unit to advance and fire on enemy units. 

N_: will cause the unit to advance and attack enemy units. 

If the order cannot be carried out for any reason, the end- 


of-order sound will occur and control will be passed back to the 
player. 


4.6 Hidden Movement 


A unit, at any time during its movernent phase, may be hidden 
(using c/H) as long as it is: 
not stacked with another unit. 
not adjacent to another unit. 
not in TRANS mode. 
not sighted by an enemy unit. 

Hidden units may not stack with another unit, nor may an 
exposed unit enter the same hex as a hidden unit. Hidden units 
cannot sight non-adjacent, hidden, enemy units. 


4 


Hoa unt enters THANS mode or tines, it will become 
exposed. C/A can ao be used to expase a bdden unt, 

lf the HIDDEN option is in effect then units moving under 
order, or during the solitaire turn, may be hidden. 

When c/H has been used to hide a unit it must then continue 
with the remainder of its movement phase. It cannot then be left 
or switched to DEFN. 

NOTE: c/H and <@ produce the same code to the computer and 
may be interchanged. 


4.7 Sighting 


A hidden unit that is sighted by an exposed enemy unit, or moves 
adjacent to a hidden enemy unit, will become exposed. 
An exposed friendly unit will sight, and cause to become ex- 
posed, hidden enemy units. 
The distance at which a hidden unit becomes sighted 
depends on: 
the terrain it is in (see 4.4). . 
whether it is night (a maximum of 2 hexes). 
whether it 1s in smoke (a maximum of 2 hexes). 
and the mode it is in (DEFN is | hex, REOR 2 hexes). 
When a unit becomes sighted the speaker will sound. 
During the combat phase, enemy units may sight friendly 
hidden units. 


4.8 Delayed Move 


A unit that is given a (D)elayed order may move during the 
opponent's player-turn. Only units in FIRE or NORM mode may 
use the (D)elay option. Units in FIRE mode will attempt to fire 
at the unit that initiated the attack and units in NORM mode will 
then carry out an attack. A unit may move, and then, before 
movement has been completed, be given a (D)elayed order and 
thus be able to move during the opponent's player-turn. 

A unit will stay in delayed mode until it moves, changes mode 
or is involved in combat. 

The probability that an enemy unit will activate a delayed 
attack depends on the number of delayed units within 5 hexes. 
This means that more than one unit should be left in delayed mode 
in the same area to raise the chance of a delayed attack being 
carried Out. 

The attack will be carried out on the unit that initiated tt. If 
the unit survives the attack, and has not retreated during the 
attack, it will be able to continue its movement phase. 


4.9 The ‘L’ Key 


While in auto-move (by using the (ESC) key to initiate movement) 
a player can cycle around all unmoved units by hitting the (L) key. 

The cycle normally takes in all unmoved divisiona! units but, 
by hitting ¢/L, all unmoved units can be included. The divisional 
cycle is reset at the end of the player-turn. 

At the start of the turn all non-artillery units are left so that 
the artillery units will be chosen to move first. 

A unit may be left only if it has not moved, changed mode 
or performed any other action. 


4.10 Movement Restrictions 
There may be no more than two units in any hex (exception 10.0). 
No unit may. enter a hex occupied by a hidden unit, nor may a 
hidden unit enter a hex occupied by any other unit. — 

AIRCV units cannot enter Russian controlled village, town or 
airfield hexes. Only AIRCV and ENGIN units may enter RIVER 


- hexes unless the hex has been bridged (see | 2.0). 


Units in TRANS mode may only travel through open hexes (unless 
moving along a road) or non-enemy controlled villages, towns and 
airfields. 

A unit in DEFN mode may not move. 


| 
| 


4.tb Night Movement 


Suring a night turn sighting is restricted to 2 hexes. AIRCV units 
nave their movement halved during night turns. 
Night turns will be identified by white terrain, unless the (B) 
xey is hit, in which case the terrain will appear in normal color. 
The turn counter will be in INVERSE during a night turn 
Night occurs on turns 5 & 6, Il & 12 and 17 & 18. 
NOTE: Units are more likely to penetrate an enemy line at night 
3s the number of SEU will be lower. 


4.12 Randomized Terrain 


Sefore the game ts set up the player(s) will be asked if they wish 

to use the random terrain feature. By hitting (Y) the terrain will 

pe re-arranged, but TOWN, RIVER and SWAMP hexes and RIVER 

or ROAD hexsides will not change: so the structure of the map 
will be basically unchanged. 


5.0 ZONES OF INFLUENCE 


;Aunit can exert an influence up to 5 hexes away. Any unit within 
gihis Zone may be affected in terms of movement costs or com- 
fpat results. 


5.1 Enemy Controlled 
Hexes 


‘Ahex that is adjacent to an enemy unit, 
‘put does not have an intervening river 
‘hexside,. is classified as an Enemy 
, Controlled Hex (ECH). 

¢ Only a unit in RIVER mode may at- 
#iack across a river hexside. (Exception: 
BAIRCV units may always attack across 


erg a ae EAR Maa 


{When a friendly unit enters an ECH (or the ¢/C key is used) com- 
‘bat iS initiated. 
_The computer resolves combat, taking into account: 
the number of enemy units sighting the attacker. 
the number of friendly units sighting the defender. 
“the terrain the defender is in. 
the number of friendly units supporting the attack. 
the number of enemy units supporting the defense. 
the distance from combat of the respective HQ units.° 
the efficiencies, strengths, modes and types of units 
engaged. 
the amount of artillery fire the defender has suffered. 
All adjacent defending units are attacked first before the 
attacking unit will suffer losses. A unit supports the eae by 
being in SUPPRT mode, within 3 hexe 
‘RANGE - | if it is an artillery unit), a 
units adjacent to it. 
Units support the defense by being ig®S 
3 hexes of the defender (or RANGE -"! if it is an artillery unit) 
and with no friendly adjacent units. S 
HQ units support the attack if they are within 9 hexes of the 
attacker (with a bonus if within 4 hexes) and have no enemy units 
adjacent. ~—? 
HQ units support the defense if they are within 9 hexes of 
the defender (with the bonus if sel 4 hexes) and have no friendly 


units adjacent. 
NOTE: see APPENDIX for details. 


| 


6.1 Restrictions 


Only units in RIVER mode may attack across river hexsides (Ex- 
ception: AIRCV units). 

Units in ATTCK mode cause losses of attacker and defender 
to be increased. 

A unit which has yet to move, in an ECH, will not be involv- 
ed in combat. c/C must be used to initiate combat in this case. 


6.2 Combat Resolution 


After combat has been resolved the following results can occur: 
Both units suffer step losses in both strength and eeency. 
The defender is forced to retreat. 

The attacker and/or defender is eliminated. 


6.3 Artillery Bonus 


An enemy unit hit by artillery fire will suffer a loss of combat effi- 
ciency. For the benefit of friendly combat, only the first two bar- 
rages each turn will have an effect. Artillery does not have any 
effect, for combat purposes, on a retreated unit. 

The (F) order takes into account all the above factors before 
allocating fire. 


6.4 Retreats After Combat 


After combat, a defending unit may also be required to retreat. 
In that case it will switch to NORM mode (or FIRE mode in the 
case of an artillery unit) and retreat. 

A retreating unit must obey the normal movement restric- 
tions and must not exceed its normal movement allowance. 

A retreating unit cannot initiate combat while retreating. 

A retreating unit that fails to retreat the required number 
of hexes, for any reason, will suffer additional losses and may then 
be eliminated. If the unit cannot retreat at least one hex then, 
the unit will enter defense mode. 

A unit may retreat only once per player-turn. If fequired to 
retreat again it will, instead, take additional losses. 

During the next movement phase a retreated unit, with the 
exception of AIRCV units, will have only half the normal move- 
ment allowance. 


6.5 Combat Display 


The following information will be displayed in combat: 

UNIT : type 

STRN : of defender (Light, Medium, Heavy) 

RSLT : 0-8 (See Combat Damage Table in Appendix for inter- 
pretation of shift #) 


7.0 ARTILLERY 


All units with a range greater than zero can enter the artillery 
phase. This phase represents long range artillery, as well as heavy 
weapons and missiles possessed by most units. 


IN enterprises, PefutTPe 


pan RAC sear 2 be fired by: 
moh enae — 


using (O)rder (F)ire during its movement phase. 
being called in as (S)upport fire during an order phase. 
Operating manually by entering FIRE mode and typing ¢/F, 
then positioning the cursor over a sighted hex and hitting: 
c/F to fire artillery or, 
c/S to fire smoke or, 
c/X to return to the movement phase. 
When firing manually, the three commands will be displayed 
in inverse if they are illegal. It is not possible to fire artillery on 
a friendly unit. Russian artillery must use units in the same division 
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When the artillery unit fires, all units in the target hex, whether 
hidden or exposed, will be affected. 

lf an artillery unit moves, or changes mode, its ability to 
inflict damage will drop considerably. 


7.2 Artillery Sighting 


A unit may only fire on a sighted hex. A friendly unit, whether 
hidden or exposed, may sight for artillery. Russian artillery units 
may only use units from the same division to sight. 

A hex ts sighted for artillery purposes if a friendly unit, either 
hidden or exposed, ts within sighting distance of it (see 4.4). At 
night sighting is reduced to 2 hexes. 

The automatic fire will not pick up hidden units even though 
it may be legal to fire on that hex. In this case the fire will have 
to be placed manually. 


7.3 Fire Resolution 


Damage is caused taking into account the strength, efficiency and 
mode of the attacked unit and the terrain it is in. If the firing unit 
has not moved or changed mode during that movement phase 
then its strength is als@ taken into account. 

Only the first two barrages will affect the strength and 
efficiency pf the attacked unit. Further barrages will affect its 
efficiency only. 

A retreated unit will suffer damage to its efficiency only. (See 
APPENDIX.) 


8.0 AIR POWER 


When c/A is hit during a player-turn the following menu will 
appear: 


NATO : #: # RUSSIAN : 
(A)IR SUPERIORITY : SPARE.# : # : 0-9 
(T)AC. AIR SUPPORT :STRKE.J: 9 f: c/F 


(where ‘f' indicates a number between 0 and 9). 


If a side is printed in INVERSE then it has established air 
superiority for that player-turn. If both sides are printed in 
“NORMAL then neither side has superiority. The numbers (f) 
between the sides are the number of air points in operation for 
that player-turn. On turns | & 2 the air superiority is fixed by 
the scenario. In Advance to Contact neither side has air superi- 
ority for the first two turns and in Invasion the Russian player has 
superiority for the first two turns. 
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¥.§ Air SUpeEriorily 


When the menu ts showing, the player may allocate O to 9 aw 
superiority points (depending on the number that are available 
that turn) by hitting (A) followed by the number. Points allocated 
on NATO turn 3 will be active during Russian turn 4 and NATO 
turn 5. The points allocated on turn 3 will be available again (with 
some random fluctuation) on turn 5. 

Superiority will be allocated to the side which has the greater 
number of MODIFIED air points in action during any player-turn. 
if an equal number of modified points are in action then neither 
side establishes superiority. A player receives | or 2 additional 
air points which are not displayed but are taken into account when 
superiority is calculated if superiority has been held for | or 2+ 
player-turns 


8.2 Tactical Air Strikes 


in each player-turn O-3 air strikes are available for the player to 
allocate for the next turn. This number is increased by | or 2 
points depending on the number of turris that player has had air 
superiority. (Thus the maximum air strikes available is 5.) 

To allocate the air strikes hit (T) and move the cursor to the 
required position and hit ¢/F. Repeat this procedure until all air 
strikes have been allocated and when finished hit ¢/X to return 
to the menu. A player may reallocate the air strikes by repeating 
the above procedure as long as all air strikes are allocated at one 
time. 

On the player's next player-turn, when c/A is hit, airstrike 
symbols will appear at their designated position and they may be 
called in by using (O)rder (S)upport fire by any unit within 3 hexes. 
of the symbols. The air strikes will then land on the best target 
within 3 hexes of the unit that called for the support fire. Each 
air strike will have the effect of a strong artillery unit. The strikes 
will be called in before any supporting artillery fire is considered. 

if the opponent has air superiority during that player-turn then 
the strikes will fail to arrive (and the symbols will remain). As the 
strikes are used the symbols will disappear and the player can see 
(by hitting e/A) whether any strikes remain. 


9.0 MINES/NUCLEAR OPTION 


There is provision in the game system for mines and tactical nuclear 
strikes. These may be implemented in later scenarios but have 
no effect on this game. 


10.0 REINFORCEMENTS 


During the course of the game both sides will receive rein- 
forcements which will arrive on specified hexes at the beginning 


EXAMPLE: AIR SUPERIORITY 


Scenario: Advance To Contact 


Ai Superionty 


Spare Air Poimts “g > 8 4 
Allocated Aim Points. 4 &“ G&G 4 


On Russian turm 2 the NATO player does mot have superi- 
Onity, as mether side cam attaim superomty umt!! turm J 

Om turm 4 the NATO player first establishes equality (as the 
Russiam player has 2 2-point advantage for hawing had superiority 
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Displayed Numbers 0/0 0/0 O/O0 4/0 4/8 6/& 6/4 5/4 $5 


MW? SMT Sh Ah aan apa 
4 4 5 4 6 3 
4 4 4 4 6 3 


for 2 player-turms) amd them establishes supericrity. <= 
On turm 5 the Russiam player gains supemonity as the NATO 


Player oniy has 2 |-point advantage 


of a player-turn. The units will normaily arrive in one oversized 
Stack so that they may be moved off. one ata time, until all units 
have been moved. 

If a reinforecement arrives on, or beside, an enemy unit or 
a hidden unit occupies the hex, the reinforcements will be shifted 
and will arrive some hexes away from the designated hex, and, 
in some cases, may be delayed. (Exception — parachute units may 
arrive adjacent to enemy units). 


11.0 REORGANIZATION. 


Most NATO and Russian units can reorganize (see TYPE MODE 
TABLE in APPENDIX) at a rate which is determined by the 
distance from their HQ unit. 


The unit will increase its strength and efficiency by: 
3 if within 0-4 hexes of HQ (or if it is a HQ unit) 
2 if within 5-9 hexes of HO 
| if the distance is 10+, or if the HQ unit is absent from the board 
(for whatever reason). 

A unit will fail to reorganize if it has an enemy unit adjacent 
to it at the start of a player-turn. 

A hidden unit in reorganization mode has a sighting distance 
of 2 hexes. 

A unit will increase to a maximum of |2 strength points and 
7 efficiency points. 


[2.0 BRIDGING 


The engineer unit can be used to aid units crossing rivers. if an 
engineer unit, in RIVER mode, is next to a river hexside then any 
friendly unit may cross the river hexside, from either side, taking 
into account the normal terrain restrictions. 

In the Invasion scenario an ENGIN unit may enter a RIVER 
hex and act as a bridge for friendly units. Units may not cross 
the ENGIN unit. on a RIVER hex, in TRANS mode. 

To attack an enemy unit across a river hexside a friendly unit 
must be in RIVER mode (exception: AIRCV units). 


EXAMPLE: 


A TANK unit, in NORM mode, can use 
the ENGIN unit, in RIVER mode, to get 
across the river hexsides by moving (5) 
and then (1) rather than changing to RIVER 
mode and moving (6). 


13.0 SAVING THE GAME 


The game may be saved at any point by hitting ¢/B and following 
instructions. To save a game, a special disk must be initialized and 
16 situations may be stored on it. 

To save the game, position the arrows to an empty location 
(or to a named location if you wish to overwrite it), type a name 
in and hit return. The situation will then be saved. 

To reload a situation, repeat the above process (or use the 
RESTART GAME option on the game menu), position the arrows 
next to the saved game, and hit c/R. Hit the space bar to return 
to the game. : 

if a saved game is presented on the menu in NORMAL then 
it is able to be loaded. The saved game will appear. in INVERSE 
if it has been saved from a different scenario disk and will not 
be able to be loaded using ¢/R. 

If a disk error occurs at any time the error sound will occur 
and the computer will wait for‘you to try again. 

NOTE: As with any disk access operations, care should be taken 


14.0 SOLITAIRE 


If a player chooses the solitaire Option the computer will play ether 
the NATO or Russian forces. 


14.1 The Level Structure 


There are 3 levels of computer play. Some of the changes (rein- 
forced divisions, hidden option) will be obvious from the menu 
and may be overridden when setting up. Other changes occur 
in the way in which certain situations are interpreted, 

It is also possible to change from two player to solitaire by 
utilizing the options in the save game routines. 


15.0 SCENARIOS 


in both scenarios the game will end after the 20th, 2Ist or 22nd 
Russian player-turn. There is a 50% chance that the game will end 
on the 2Ist turn and a 25% chance that the game. will end on 
the 20th or 22nd turns. 

The NATO player moves first in both scenarios. 


15.1 Advance To Contact 


Neither player can establish air superiority for the first two turns. 
15.2 Invasion 


The Russian player has air superiority for the first two turns. 

The NATO player will be given the option of setting up his 
forces in turn O, 

Their movement is not restricted, although the normal ter- 
rain restrictions are in effect. To stop a unit hit (Q\you may also 
press (ESC) so that the unit may be moved again during the set- 
up phase). 

After the NATO forces have been set up, and c/E (E) has 
been hit to change player-turns, the Russian player will be able 
to position the two dropzones and the two airborne divisions will 
arrive (hidden if the HIDDEN option is in effect). if there is a lack 
of landing spaces some units may fail to arrive, and the error sound 
will occur, but a player can minimize this by keeping the landing 
zones apart and away from the side of the board. 

If the computer is playing either side then the units will be 
placed and control handed back. 


15.3 Victory Conditions 


Victory is attained by controlling (by moving into them) villages, 
towns and airfields. These hexes will remain controlled until an 
enemy unit moves into them. 

AIRCV units cannot enter Russian controlied hexes. 

A NATO controlled hex is identified with a small cross and 
a Russian controlled hex by a small square. 


16.0 BASIC TACTICS 


At all times keep in mind the many options that are available such 
as Exiting units from the board, and delayed and hidden units so 
that the opponent can be kept off guard. Smoke can be used to 
aid attacks by keeping the SEU down and may also allow a weak 
unit to be withdrawn froma dangerous position. Note the length 
of the game and do not rush into an offensive that will quickly 
wear the ferces down but rather build up attacks with clear ob- 
jectives in mind. Keep divisional integrity so that mutual support 
and swift reorganization can be achieved. 


17.0 DESIGNER’S NOTES 


GERMANY '85 is an extension of the Southern Command game 
system. The scenarios represent roughly equal forces where 
NATO units attempt to hold and frustrate the Russian advance. 


‘ 


enemy ts used to represent the firepower any unit is able to ex 
ert over a large area in modern combat. 

THe fluid nature of the Engagements and the supportive ability 
of other divisional units are important elements in any modern 
battle, but, at the same time, the game was designed to be sim- 


ple to operate without losing the essential nature of that combat. 
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APPENDIX 


TYPE MODE TABLE 


‘—' indicates the mode is legal and ‘x’ indicates it is not legal. 


NATO DEFN SUPPRT NORM TRANS RIVER ATTACK REOR FIRE 
TANK ae sone ins Se _ = ml. ee 


SPG * — * _ ~- = we 

APC ~ = _ _ _ — - — 
AIRCV * — * — * * x- = 
RECON * * o — — _ . * * 
ENG * * — — - * ~ * 


RUSSIAN  DEFN SUPPRT NORM TRANS RIVER ATTACK REOR FIRE 
TANK = os _ — _ — _ - 


BMP . - 

ARTLY * ao * = - * * oa 
KATSH * _ * _ _ * * — 
INF ot wees te = os ~ Seer 
ENG * * _ - _ * * * 


HQ units may not enter DEFN, SUPPT or FIRE mode. 


a 
COMBAT TABLES 


TERRAIN SHIFT TABLE 


OPEN 0 

L. ROUGH VILLAGE 2 
ROUGH 3 TOWN 3 
“FOREST 2 SAND 
SWAMP RIVER 0 


(airfields and numbered hexes are treated as OPEN) 


TYPE VS TYPE TABLE 


NATO TANK BMP ARTLY KATSH INF ENG ‘ 
TANK 0 | 3 3 -| -| 
SPG St eee =? -2 -} 3 
APC ~| 0 2 2 p= ii 
AIRCV = -5 -5 =h-_ 5 
RECON ~42 cmde eg =} a -S 
ENG | { * ‘ | | 


RUSSIAN TANK SPG APC AIRCY RECON ENG 


TANK a) ; are 4 ie ter 
BMP -| yee 3 4 = 
ARTLY ~4 2 Feae 2s > ee 
KATSH a4. =f eo a Sea 
INF ae ae 3 i = 
ENG a S 4 0 
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MODE SHIFT TABLE 


RETREAT ATTACK DEFENSE ARTILLERY 
DEFN 
SUPPRT 
NORM 
TRANS 
RIVER 
ATTCK 
REOR 
FIRE 


WWmW pb BN WO 
WI OO CO Ln eo) 
WONMNN WU 1p ow 
BAF IEA OT Rta 


COMBAT DAMAGE TABLE 


SHIFT 012345678 


DEFENDER: 

STRN & & & 1 23°45 6 (+1 if in ATTCK mode) 
fff @ weed) Wie 

(* indicates no loss, even if in ATTCK mode) 
ATTACKER: 

STRN 5 4433221 1 (+2 if in ATTCK mode) 
FF 2.22-1.1.1000 


(the attacker suffers a movement loss equal to (9—shift) 


COMBAT PROCEDURE cs 


Combat is calculated in three Parts: the attack factor, the defense 
factors (which are then implemented), and the attack losses. 
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rdints are aliocated for various elements, All divisions are trun- 
cated so that 8/3 = 2. The attack factor 1s: 

ATTACK MODE SHIFT 

+STRENGTH/4 

+ EFFICIENCY/2 

- THE NUMBER OF SEU 

+4 1F THE HQ IS WITHIN 0-4 HEXES OF THE ATTACKER or 
+2 1F THE HQ IS WITHIN 5-9 HEXES OF THE ATTACKER (as 
long as the HQ unit has no enemy units adjacent) 

+3 FOR EACH NON-ARTILLERY SUPPORT UNIT (which must 
be within 3 hexes of the attacking unit, unmoved, and have no 
enemy units adjacent) 

+2 FOR EACH ARTILLERY SUPPORT UNIT (which must be 
within RANGE-1 of the attacking unit, unmoved and have no ad- 
jacent enemy units) 

This value is then used for all combats. 

The Defense Factor 

For each defending unit a defense factor calculated as: 
DEFEND MODE SHIFT 

- TYPE VS TYPE TABLE 

+STRENGTH/4 

+EFFICIENCY/2 

- THE NUMBER OF SIGHTING FRIENDLY UNITS 

+4 IF THE HQ IS WITHIN 0-4 HEXES OF THE DEFENDER or 
+2 IF THE HQ IS WITHIN 5-9 HEXES OF THE DEFENDER (as 
long as the HQ unit has no friendly unit adjacent) 

+VALUE FROM THE TERRAIN TABLE 

+3 FOREACH NON-ARTILLERY SUPPORT UNIT (which must 
be within 3 hexes of the defending unit and have no friendly units 
adjacent) 

+2 FOR EACH ARTILLERY SUPPORT UNIT (which must be 
within RANGE — | of the defending unit and have no friendly units 


' adjacent) 


~41F ONE BARRAGE HAS HIT THE UNIT BEFORE COMBAT 


or 
~8 IF TWO OR MORE BARRAGES HAVE HIT THE UNIT 
BEFORE COMBAT or © 
—!2 IF THE UNIT HAS RETREATED DURING THAT 
PLAYER-TURN 

After each defense factor has been calculated a combat shift 


; is’ calculated and the COMBAT SHIFT TABLE consulted for 
_ DEFENSE damage. 


The shift is equal to: 

(ATTACK FACTOR — DEFENSE FACTOR +4)/2 

Once damage has been implemented by consulting the COMBAT 
DAMAGE TABLE a retreat value is calculated as: 

THE COMBAT SHIFT (between 0 & 8) 

+ RETREAT MODE SHIFT 


_ + A RANDOM NUMBER (between 0 & 3) 
'=8 


lf the numiber is positive then the unit must retreat that 
number of hexes +1]. 

This is carried out immediately and the results displayed. 

if the unit fails, for any reason, to complete its retreat it will 
suffer one additional point. loss from its strength and efficiency (and 
may be eliminated). If the unit cannot retreat at least one hex 
than the’ unit will enter defense mode. 

After all defending units.have been dealt with the attacking 
losses are calculated. dia: 


COMBAT LOSSES | - | 
The average shifts of all attacks carried out during that combat 
are averaged and the COMBAT DAMAGE TABLE consulted and 
the results implemented, and if any MP's remain the attacking unit 
i: ay Move and/or conduct combat again. 


A TANK unit in AFTCK mode has Combat with « BMP urut 

in NORM mode. The combat is calculated as: 
The attack factor; 

8 ATTACK MODE SHIFT (for-ATTCK mode) 
+4 TRENGTH (18/4) 
+2 EFFICIENCY (5/2) 
-3 THE NUMBER OF SIGHTING ENEMY UNITS 
+2 AS THE HQ UNIT IS 7 HEXES AWAY 
+3 FOR | NON-ARTILLERY SUPPORT UNIT 
= 16 FOR THE ATTACK FACTOR 

: DEFENSE MODE SHIFT (for NORM mode) 
- | TYPE VS TYPE (TANK vs BMP) 
+3 STRENGTH (12/4) 
+3 EFFICIENCY (6/2) 
-2 NUMBER OF SIGHTING FRIENDLY UNITS 
+0 AS HQ UNIT ELIMINATED © 
+2 FOR BEING IN VILLAGE 
+5 FOR | NON-ARTILLERY AND | ARTILLERY SUP.- 

PORT UNIT 

-4 FOR BARRAGE HIT 
= |! FOR THE DEFENSE VALUE 
SHIFT IS (16-1144) /2 =+4 


Therefore the BMP suffers 2 strength and | efficiency point 3 


loss and the TANK suffers 5 strength and | efficiency point loss. 
(Two are added because the TANK is in attack mode.) 

The defender’s retreat is calculated as: 
4 (combat shift) +2 (retreat mode shift for NORM mode) + ran- 
dom number (between 0 & 3) — 8 
so that a retreat will take place if the random number is 3, i.e. 
a 25% ‘chance of retreating 2 hexes. 


ARTILLERY PROCEDURE 
Artillery losses are calculated as: 
ARTILLERY MODE SHIFT (of attacked unit) 
— TERRAIN BONUS 
(and if the unit has not moved or changed mode, +STRENGTH/4 
of the firing unit) 

This value is then divided by 2 and implemented as a strength 
point loss on the unit concerned. 

If the value is greater than 2 then the unit also loses | effi- 
ciency point. 


IMPORTANT: /f a unit has zero efficiency it will cake strength 
point losses instead of efficiency losses. 


EXCEPTIONS: 


A unit that has retreated, or has been hit by two barrages of 
artillery that player-turn, will only suffer the loss of | efficiency 
point irrespective of the value of the-artillery strike or the 
vulnerability of the target. 

TANK, BMP, INF and APC units in DEFN, SUPPRT, NORM or 
FIRE mode will automatically lose: 

| strength and | efficiency point if the firing unit has not moved 
and | efficiency point if the firing unit has moved or changed mode. 


ARTILLERY EXAMPLE 

A 12 strength point artillery unit in FIRE mode fires on a RECON 
unit in NORM mode. ‘ 

The value is calculated as: 

+2 ARTILLERY MODE SHIFT (for NORM mode) 

-2 AS RECON IS IN VILLAGE 

+3  STRENGTH/4 (as firing unit has not moved) 

= 3 points 

Therefore the RECON unit suffers a | strength point loss (3/2). 
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You never thought your computer could be this exciting! 
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